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WARNING: READ BEFORE USING YOUR PLAYSTATION® GAME CONSOLE. 
A very small percentage ol individuals 'nay experience epileptic seizures when exposed to certain light 
patterns or flashing lights. Exposure to certain patterns or backgrounds on a television screen or while 
playing video games, including games played on the PlayStation game console, may induce an epilep- 
tic seizure in these individuals. Certain conditions may induce previously undetected epileptic symp- 
toms even in persons who have no history o( prior seizures or epilepsy. If you, or anyone in your tami 
ly, has an epileptic condition, consult your physician prior to playing. If you experience any of the fal- 
lowing symptoms while play ; nrj a video game - dizziness, altered vision, eye or muscle twitches, loss 
of awareness, disorientation, any involuntary movement, or convulsions - IMMEDIATELY discontinue 
use and consult your physician before resuming play. 



WARNING TO OWNERS OF PROJECTION 
Do not connect your PlayStation game console to a projection TV without first consulting the user man- 
ual for your projection TV, unless t is of the LCD type. Otherwise, it may permanently canage your TV 
screen. 

USE OF UNOFFICIAL PRODUCT: 

The use of unofficial products and peripherals may canage your PlayStation game console and invali- 
date your console warranty. 

HANDLING YOUR PLAYSTATION DISC: 

• This compact disc is intended for use only with the PlayStation game console. 

• Do not bene it, crush it or submerge it in liquids. 

• Do not leave it in direct sunlight or near a radiator or other source ol heat. 

• Be sure to take an occasional rest break during extended play. 

• Keep this compact disc clean. Always hold the disc by the edges and keep it in its protective case 
when not in use. Clean the disc with a lint-Iree. soil, dry cloth, wiping in straight lines from center 
to outer edge. Never use solvents or abrasive cleaners. 
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Krow ycu of the voyage of Valdemar? Wiere planets y eld thei' terrible secrets ana 
creatures from arotaer time devour the stars in live nlghl sky. Where fulu^ tribes utter 
your rame as legend. Where nightmares hold ro fear, as the living is the darkness. 
Do ycu remember Valderv-7 

1 am Valdemar. Learn, Teach. Remember, 
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Set up your Console according to the rnstrud ors m Its Instruction Manual Irs&rt tie COLONY WARS RED 
SUN disc and close the disc cover. 

Turn the Console ON at the POWER brttop- H fs acvisec that you do not Insert or remove peripherals or 
MEMORY CARDS once the power is tjrned on. 

Maka sure th^re arc wnugl- FrM blocks on your MEMOR v CARD before cormrenorg slay, 

PLEASE NOTE: alt screenshote for tfib indfudl luvt Beu 'jl*i 'roni fie Erglsh version of -his gam*. 
Swne scrwrahab ntlghl have been taken from pre-complettcn screws that dt(-er slightly frDn those in the 
finished game. 

I hero arc a nurrbe' o" cinematic sequences thratghou; COLONY WARS RED SUN, Wtifch can oe skioped by 
pressing Hie ^ button or the © bir-tor. 
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Top View 



BEStrBlTTOfl 
POWB1 INWCA1CR 
PCVVEIt BUflCfe 
OOHTBOLLWPOR 




— CFPHBUTTWI 



wtccoveh 



Front Vkw 



GOinULLERKKTI 

cotrMLLcnronr^ 




MEMORY CARD 5IOT1 
MFMAVCARDSLOK 






7 =r=^£=if=T* 



>rN* 



ir^* 



Central ycjr craft with :he precision anc expertise guaranteed by the DUALS HOCK' - anat39 controller « 
Delivering :he accuracy of analog control, the DLAL5H0CK"'araltfg control er lets you feel the impact of space 
battle ww\ usttl with Ihe vibral on luncticn turned ON* In addition tc the regular game cc-iLrols, uw Ihe Lett 
stk* of tne OUALSHOCK* 11 Analog Controller t:> steer \rm craft 
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Ltft AmI&s Stick 
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Rl B-jtons 
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get togg *■/ 
'Trlanglr Button 



,Sfc|*tt primary tfC4pD)V 
Scj-ar: Button 

Self * secondary wapon 

Tire icconcary -venport Eholdy 

C rcta Sutton 

Fire pnmarv weapon/ 

>. Button 
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The internal ccckplt is the cefault viewpoint ^ress the St, button, when in-game. :o choose oiler 
NUD viewpoints* 

Astro-Con Ships' System* (ACSS) standard HUO: 

View shown: External 

1 Conns Window: This & where hala-communlcations Iron 
a lies cr enemies will aopear. "heir speech will appear as 
text fo- increased clarity, Occasionally nwssagfS wl i 
appear wIlhDUt speeiJi ur a hulu linage, these will usually 
be mlssior prompts frnn» your Onboard ACSS Artifinal 
Intelligence Unit 

2 Timer: Only displays;! dung tiine-l mi tad FtihslDnS. 

3 Di'OGttonal Target Finder: rhe Directional Farget Finder is 
ti tr i n-ltitr which shows wh&re ycur primary weapons 
Will hit- Around tfts crosshair is a ring c" dcts \v*iich 
expand and con;ract depending en th? sewn position 
and d stance ol lie nearest object {or locked targeu. 
An arrow will point in the direction of the targe: I ifs 
novlng offscreen- 

Targel Reticule; The Taryet Reticule Idenl I ■> the neawt objetr to ysur crosshair, nisplaying is a teglaiWfc 
Green (friend y;, Yellow (neutral! nr Red lenemy), and its direction ol travel ftttttwi by the smaller reticule in 
front of ID. The position of this reticule I: as oeen calibrated so tha" shots fifefl a: it sh3u d hit the sbiect. 
If there is no smaller reticule, the objec: is either stationary, or hsadlmj directly away from, or towards you. 
The reticule w'll be Purple In color W ynu have locked jk to this object as a target Mo Dtfte* objects will be 
priced up wmle the reticule is target lottad-cn an object Gu'ded missiles will enly he effective if fired ai a 
target locked object 

Sysien Information: T>i"s purple text informs you about *ou:ine opsraTicns, shields restored, grapple attec^cd 
and so or. Von should keen ar eye on these messages. 

Lock On: This is a warning message* It will flash up when your ship htt been locked cntD by a powerful tar- 
gel ig system, usda ly lhal of an Automated Defense unit When ii flashes, it is advisable to chec* 
your surroundings. 

Incoming; This is a waning message* I: will flash up when a missile has been launched ard is closing on your 
ship* It gives you time tc launch a flare, or take evasive action* 

Shields: Tnis is a warning nessage^ It Will flasn up when you- shields art about to fall as a result of damage 
sustained. The message "CRITICAL" will flasn up ir this posit on instead rtwn your ship's hull 
destroyed as a result uf damage sustained. 



9 Overhea:; This is a warning message, Ii will flash up when yw ship's systems are overheat no due to rap-d 
firing ol weapon systems or prolonged use cf ycur Afterburners, Affected systems frill at until they toM off 
slightly While overheated you will nci be able to jse Afterburners or fire Primary Weapons. 

10 Rad3'l This slows the relative positions ard allegiance coio*s of all the oojects ir yW Vicinity, Objects dis- 
played as triangles, poin: upwarCs if the objec: Is n front of you, and point downward if it 5 behind you. 
Ensiry craft aopea* as *ed, while Hencly cr^ft appear g-een, and neutral are ;v?l oW A triangle with 3 box 
a*ourd ft, corresponds vvi:h Iht* otijtcl currently in yoLr LinJL'l r&licult. I* tffift ol lhtr*u Item** l* culurrd purj- 
Ihit, dunuieb that you have latked-cn to it as a target object 

15 Si" dd/HuH Meter: rhu bar dcno:::-s the state c" your shields and hull* The green ir the bar reoresenLsynu*- 
Shields, this will decrease as you receive damage, however they will recharge o*/er tme. Beneath thl> is a rec 
bar v;iich represents your hull, this too will decrease as you take damage, bit * II not repair itse L 

12 Speed: Til * Mr denotes your ship's spend, either forwards or in reverse. The bar is ptirp a vvh?n you are 
t'Wfllncj fbrvAKft and blue when in reverse. The icon to lbs le*t w II slso f ip :o denote the direction you 
a*« beveling. 

13 Heatup Meter: "he Heatup MeLer cisplays the amount of heat generated by weapon usage and Afterburner 
use. The mqftc the rreter tlie more damage is be'nc done to yojr ship's systems, 

14 Primary Weapon: "his text shows tie Primary Weapon currently selected and active. 

15 Primary Weapon Icon: This con denotes the Primary Weapon currently setec:ee &m active, ri a quick; easy 
to reference way. 

16 Hare-points FUled! This nuToer denotes tie amount of s'^eapons of that type installed and active on your ship, 
In this case three laser MK III weapons, 

17 Targe: Snielc/H jII Meier: This bar denotes the state of the shields and hull of the object currently in the 
Target Reticule or Target Locked. Tie Object's shields arr -^presented by the green In the bur and will dimin- 
ish as dana'je is taken, Ine object's lijil is represented beneath this by a red bar, which will also decrease as 
h *r*kes damage, 

18 Targe: Information; Ihis box refers to the object ctrrently in the Target Reticule or Target Locked. It snows 
Information such as Ihe allegiance, class and State cr htralth of the target, 

19 Secondary Woapor: Displays Ihe Secondary Weapon currently selected and active- 

20 Secondary Weapr icon: Displays ,flp Secondary Weapon currently selectee anc active, in a qulc* and easy 
to reference way. 

21 Amount Loaded: This number denotes thaamoui h . oi that type ol Secondary Weapon loaded jnd trndy 
Id jstffirt 
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Uit Lne directional buttons to highlight an option, then 
ous menj s:reen v/itho.Jt a^ceptrg any oalicns changes 



press the © b rttan Ic c 
r press the @ button. 



:irfrm. To -eturn to the prsvi- 



AILer a short htrodjetcy movie, "he Wain Wenj wl I be displayed- 
rrv*=iirN m*srNCj 




LOGON 

TRAINING MISSIONS 

OPTIONS 

RESTART 3AMt 

LKbUITS 



go to Lcgor Veiu 

go to Training Miss on* Menu 

go to OpLions Menu 

use this opticn lo begin again 

view the team credits 



MISSION SELECTION 













"cr each solar system, the available missions will be displayed on 
the bars In the top right isnti corner Of the SCrtW, VtoiJ car attempt 
any cf these miSSlOW U\ any o^ler A* you complete each assign- 
ment, more missions will be delayed, Until tie rimiunt of work 
available In ihat ^.itar system has dried jp, or you ha« proved on. 
Press the © button on any of the mission bars to receive a ful 
Mission Brief, whlcn will be displayed In tne left-nand box* The 
Mission Brief yives you all the information you need to coir-plete the 
mission. Your mission objectives wi'l be highlighted, Al its or »ne- 
mies will be displayed n the lower boy with a reference 
picture and extra Infooraticn. 



Select «LAUfcGH>> \c commence your chosen mbslfti Select <<DECLINE MISSION» 
pish tu engage in combat Select *<PAU5E B-RIEF» to stop tie br efing ttxt mkUfkw. 



you co net 
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UPGRADE PARTS 

When t-ic money you earn front completing w aslons starts ic roll in, yot. can uograde certafr parts of your craft 
lor superior performance On each craft, you have access to c runber of ^hard^poinis'. You can attach woapcns 

to the nard-oc nts.The better tie craft, tne irons hard-points I: will 
possess and the greater choice you will have when it comes to attach- 
ing weapons and upgrades The ielt-hand box contains a rumfcer cf 
circles Hiat represent the available ha-d-polnts Jtt your cra^t itiese 
W# frcn* ship to ship). 

If they are In use, "hey will show an item :con and the tern ramc. 
/ol." ava l^ole credits arc d splayed In the bottom right. 
Select «VIEW STOCK ITEMS > >:o ctsplay the hens available 
to ouy. These Items change as yoj prcgress froir system to system 
«nc ihelr availability is affected o>ycur rating* Tcggle le*:and right 
to Shaw the differen: Items, thei- name, descr ption anc price. You 
cannc: ouy or sell in this mode so presv tl e ® button to exit. To sell 
U ten from a hare-point, select <<S=LL HARDPOIMT ITEf/>>. Tie first! iard-pfl|ntwtll then flash grid the 
sale vaUe wl ■ I be shewn In the box at the bottoms Toggle ett and right through the tosnl-pnirts until you r?ath 
one you want to se I ard press lhf> © button to ^11 It, l he credits will th*n be cepositet in your accoun:. 

Tcbuyan te-n select <<EQU1P HARDPOINT ITEM». rtie find hard-point w;ll flash. Toggle left ard right 
throitqti the hard points* ;o equip a liard-puiiiL and press the © DJtton to access The menu of available teTs ycii 
can ^t|jlp io 1L 

loggip Inft and Hght ta select the tern and press the © button tc buy It If yoj don't have the avalUb e fundi to 
buy an iiem, die price will be disp ayed to red and you w II not be abl? to seiect the item. 
(NOTE: mlttJlM/toroedOeS/flflres are a special case. Multiple missiles of the same tyoe can occupy une 
hard-point, so you can eouip a bare ooint which has a [ypn of ni^llu ir it by simply p*etsinij lir ^ff button fcr 
each additional ni&sile)- TIil- cuit of *ny Items oought are decnc:ec from your credits and the item appears on 
Die hurd-poinL 





You an then toggle tc tie next hard-poiitio buy nor? iters. After a i| the buying and s?ling is oone, you can 
choose to accep: or decline the trade or Dress the ® button tc reset. 

UPGRADE SHIP 

As you make progress, the missions get harder and to stand a chance you 

really siould Invest in superior craft Superio' craft have beiur speeds, 

sleeker acceleration and e*tra hard-poims tor weapor upgrades. 

T nr/ Upgrade Ship Scrrrn rfiip ay the current ^hip nam* ann its -rflde 

value. I he eight circles in lite center represent, ha^d points. The number of 

highlighted hs'*d points rep-esent the amount of hard^points available on 

this ship tyse. A rotating mode* of the ship is sbotyfl 1 the top left cf the 

s:n?er above a status bat The staus bar reoreseris the ability cf the ship: 

HL - Maximum Hull 

SH l/axlmurn Shields 

SP - Maximum Speed 

NT = Ship's Heat Sink Value ffor cooling down overheating engines and 

primarv vveapons) 

Togo e beweert the availab e craft to dsplay the name of eaci craft its prfce and status oar. Tic price shown Is 
the trade-in value (you can only have one ship at a time - toe </atue of your own ship is deducted "rom that of nc 
new model prior to the orice teiri :alGulated)i Highlight anv of the craft ano p^ess i ie © oulton :u display its 
deta Is and qWn you the opticn Ic accept or decline trade. Select «VJEW CURRENT;-:* tc rMiir \ Leyour 
current ship. 

MEMORY CARD MENU 

NCT=: it is advised lluityob do not insert o* remove \1 EMORY CARDS 
once the power has been turned on, Make sure you have enough free 
blocks on your M EMORY CARD be-Ve commencing p ay, 

LOAD 

~o load a prev ously saved game, make sure you have a MEMORY CARD 
Inserted that contains COLONY WARS RED SUM Jala. Use lie © bu:- 
tor to select « _OAD>>, then use the eft ano right dkeclonal buttois 
t: Blect the MEMCRY CARD s.o: ytft tyflrti tc load from. Then use the Jp 
anudoMi dlrecional factions tc hiyilighla COLONY WARS RED SUN 
saved game. Final to press the © button to In^d tic I *. 




SAVE 

To save yojr progress^ make sure yoi nave a MEMORY CARD Inserted lhat contains -it least oie Iree block, Use 
die © button to selecf «SAVE>>, then use the left and right directional buttonstt • sctthe MEMORY 
CARD slot you want to save to. 



i-m 



Then use thf up and down dirt i I buttons 10 highlight a MEMORY CARD block fa rlashinc bins box signifies 
an empty MEMQRV CARD block) and p-ess tne © 3;itton:o confirm. Ar alphabet gric w II be displayed where 
you can er:e' your name using the directional buttons. Press the © button to accept each character, then tiiqh 
llcht <<END> > and press the ©bttion to initiate the saw. 

DELETE 



Voj can also ceiele previously saved games In the W E V0R v CARD menu. Use the Qf button tc se ect 
<<DELETE>>, thcr use the eft ard riclu directforal buttons tc se cct the MEMORY CARD slot you want to 
delete from* Then use the up and down directional button* to highlight a MEMORY CAftC blutk and pi*££ l-ie 
© button to select <t- Finally, pre« the ® buiian tu con linn thai you wish tc delete Ifte data GisplayecL 
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CRAFT HANDLING EXERCISE 

Gen accustomed to :he craft and do as you are told. Your tutor will (ail you |- you deviate 'on rh? set p^lh or 
Ignore yojr missions during the cr^lt handling essettUw.Usft thn I •!! md rignt directional bullous ic bnnlc your 
craft icft arngnt Use Die up directional bultcn to d*vc and tne down directional out:on ;o climb. The ,2 and R2 
bullons v;il roll ycur craft 10 the left and right respect vely Engage maxixunr thrust afterbtrn by du-ib-if tap- 
ping the Rl (forward thrust) ar LI (revflr») butters. Afterburners cut cut after a hulled period of use. 

TACTICAL EXERCISES 

Dron* Probes provide the deep space opposition fodder in this tactical weapons txercis*. Fellow he Brt-scra«l 
instructions and iry not la gei <illed. REP/ EMBER: your onboard Holc-^adar will identify enemy craft as RED, 
neutral 85 YELLOW, ard allies as GREEN, 
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CONTROLS 

Choose from six different controller configurations via the <<CHANGE SETTING » option. Use ;he©but* 
ton to toggle the Vibration Function of the DUAL SHOCK"* analog controller ON or OFF- FFnally high Ight 
either « ACCENT CHANGES >> or << DECLINE CHAN3ES>> and press the ©birton ?o retuir to tne 
Options Menu. 

AUDIO 

You con aheMhefcllwlnc options: <<MUSIC VO^UME> >, «SFX VOLUME -■, <<SPEECH VOL 
tlME>> or «SOUNO MQDE>>. highlight each oulion andaress the© buttoi Tl en use the lef:and right 
d rational bullous to adjus: (he netting and final y press tHs © button to confirm. 



VIDEO 

CENTER SCREEN Use tli? directional b-ittons to position tne screen :o you# satlsfncticn and press Ihr 
^ button (o confirm. 

MOVJES - Tnere are a number cf cin«natlt sequence* througltuul COLONY WARS III HED SUN. Use Urt I 
•iitij right dlrectior al buttons Lo Uiwi Unn en Of ofl, 

VJGWPQ1N1 - Uffl the left and right directional buttons la wIccUrcT <<INTERNAL>>, <<EXTER 
NAL>> or <<CDCKR[T>>, This view Will become yojr defauli in game vlev/oc 1 1 

CONTINUE 

Centime tie eurrtfit ml« 01 

QUIT 

Choose «N0» to return id :he In-Game Pause Menu. Choose <<VES>> to return to the Main Menu* 

AUDIO OPTIONS 

Use ±e up and do;vr directional buttons :o hghligh: «MLSIC VOLUME, SFX VOLUME ^r SPEECH VCL- 
UME>>. Tnen Lse the left direction* butler to Urease or Ine right cl rational buttOT :o increase the valurue 
level. Highlight <<SCUND MODE>>, then use the left and right eked oral buttons to choose either 
<<MCN0, STEREO or CCLBV SURROUND* > sound. Firal y press tne © button to confirrr youi- Settings 
*np return :o the In-Gair? Piiusc MoflU. 

RESTART MISSION 

Choose NO :o rerun to the In-Game Pause Menu. ChWSe VES to go back to the be*: n ir g <y the 
current rr. sslon. 

VIBRATION 

Press the© button to togefe the vibration function of the DUAL SHOCi< w analog controller On or Oft. 



As ycu successfully complete each mission, "he ceb'iefing text, in tie left-hand column, will display your current 
status* Chow* «PAUSG DEBRIEF» to halt the ltxtmW-flowor«CONTTNUE>> to resume the de-orief, 
<< RESET DEBRIEF>^> repeals die whole communication and <<EXIT CE3?tlEf>> takes you nzzk to the 
home station StHtlL Vourcjrrsnt <<RATING>> w* I m displayed in the taol:om riQhl<nand corner, as Will 
your <<KtL^S>> ratio and your total number of <<CRECIT5>> amassed nver thp r.oune of the game. 



NOTr: Certain weapons 3TO only Lnlutkeu by rankirg. Cerla n v/eapcns are unlocked by chea~s* 
-aserm* I Magcnlecl" (green) 
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WR3 SlimrpeuH 

"Voir inexpensive armament so utren/' 

Carnages shlftlcs and hulL 

Laser mtc II (grpert) 

w-eiua Systems b<4 

n As ^commended by the Tntinflcrticwl Association." 
fcxtrn damacr to shields and ImlL 

Loser tI< III (green) 

Silyeraln Bumr jstrr IV 

nhft Choice of Aces, 1 ' 

Double the damage to silelcs and hi I . 

Stihlo Laser mh (blue! 

Fahrenheit Cutting Edjje 

"Resolved." 

Collapses shieics, but doc* no hull damage. 

ShieIC -eserm* II (blue; 

Artfufis Adept 7? 

*The ShMdkllleft" 

Make 5u-e you have at ami-hul WMpOfl as well. 

Hul Laser mk t i'ed) 

Hakyon MI4AQ Arrowhead 

^A'fordabe power and performance." 

Enhsiced hull damage, but little effect against shields. 

HjII Laser mk II (*ed) 

Jeiua Syslems BY9 

"Simply the oes: ( says Gun Jockey Maga/ire," 

^xcslien: njll Carnage, but stil pec against shields, 



• 




© 
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Supercooled 3P Laser *creeti> 
halcyon Q.38 Speafpc 
'^e iabl^ firepower * jnyv^here. anytime/' 
Ld^-r fitted W th cooling systeirs, Ko h?a:up, no CUtout. 

S ip^rccokrl AS Laser Ibtue) 

Fahrenheit NorthWind 

"Composed." 

Antl-ahled loser fitted with celling Relents. 

Supsrccoled AM Laser (red) 

Jelua Systems 12Y9 

"9/10 Mc*ttnarles prefer JeJua*" 

Artil hu I acer fitted with cool ng jyswnt 

Gajss Gun 
Syrodech MiLr&jllebs* 

"Damages hull through eneny 5bl*Ws, rt 

Relies on high rats of 1 i* to offset low dafflage. 

Scatter Gun 

Sikerain Raplccath 11 

"Compensates for poor accuracy with high rate of fire/' 

Damages shields and hull, bu: causes hearua :oa. 

Plasma Cannon 

-- *ur ** Ardiangel 33 

"Heavy carnage tc shields and Null, best used against slow targets " 

Lengthy charge time ma<es dcgfigMng tricky, anc causes heaiiip. 

BFG Primary 

Halcycn RA5 Gcdhanner 

*AH craft in a. - ea of effect suffer massive shields arto ttu I damage*" 

WARDING: dfftins shield energy Wiile charging* 

Sha'Har ArovcApon 

Sha'Mar Hell^hip 

**Short ranged, but lethal agairsl shields and hull/' 

Automatically seeks and tracks nearest targe:. 



© 
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Grapple G.it 

3?lapr-ruf )til ?C Sun-grip 

"Demanding mission? Demand Delapnire." 

AI aws caoUre and towing of target craft 

Cooling Vwts 
Fanrenhm rurboChlH 

* Confident* 

Boosted exhaust coil? diss pair hrat more nip Idly. 

Heat Sinks 

DstaprlnM DUH9A neatealer 
n Cdii*L!*Laini Ui^ iicut? Demand DelapHnw." 
Enhances overall hear opacity of fichtar; 

Recharge Boost 
Wagenlech G J2 Ql fcward 
*VJbui low-cost shielding solution" 
Improves speec of shield recovery. 

5 ielc Maximiser Orange) 
DelapHme DSW4H Stonewall 
11 He os in the null? Demand Deloprfrne/' 
Increases overall shield integrity. 

Sum Missile IBIue: 

Gencmer 8-2003 

k ' Immobilizes large! caft lor a few critical seconds/' 

Larger ships a^e mo*e resistant Guided. 

Jamma Missile (PinkJ 

Neural Manifest N*M-10F 

"Conctr:ra:es target shutdown ir weapons systems for prolonged affect" 

Craft will remain mobile, lio*.wvcr. Guidec. 

StunTcrpeCo 

Synode:h Tcurnrcnte 

"[mmonilizes larger largely for longer/ 1 

Urgjioed weapon with ro lock/seek *jnction. 
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I wo- Fart Missile 

Jelua-Halcyor Retaliate 

"THE Onc-SnctKiJ." 

Htfbi ouidcc missiles attaching target'* shields then hull. 

PlaSTTiii MIssFle *purp T e! 

Perihelicn PM-??1 Cnlnrado 

"A MastEJplecfi dogfight nirvana*" 

fijided missile causiig heavy shield and hull damage. 

PtaWTW Torpedo f purple) 

Syncdech-Arctu-is Tlundsr&tr- he 

'"Asset danlal tvitt attitude." 

Ungi cied anti-ship weapons causing Immense shield and hall damage. 

Shield Missile rik 1 (blue) 

Fahrenheit frea- Kill 

^Determined*" 

E*e*lleni damage to shields, hut useless £9airst hull. Sutttedi 

Shlelc Missile mk II (blue) 

Jelua Systems 1922 

"Superior, according to Star fighter Weekly," 

Cisintec'ates shields, h*it cses no damage to hull- Guide* 

HlII Missile m<: 

Perihelion AM-517 Loafcutt*r 

"A Classic - accept no stbstitJtes." 

Heavy hull Carnage* may bring down weak sh elds too, Guided. 

Hull Missile mk II 

Halcyon N4,«M Bearuunch 

"Ur compromising and depencable." 

Excellent hull damage, stll fritted against shields. Guided. 

Scarab HDW 

Perihelion MM-306 Scarab 

*A sp-cad of six ungtiideo rockets aus \ n massive lull damage," 

Not useful ggainsi shielded Larger, hoi*eve« 

Nanotech Ml»|le (white) 
League* Military ;ndus:ries X13 
^Exoerlrsntal guided missile," 
Optlrlzed :o attack Sha'Har 
sh elds and hull 3f lv T 



© 

© 

© 

© 

© 

© 

o 
© 



Nanoteeft Torpedo (white) 
League Military Industr es XI 13 
"Experimental unaided Sha'Ha- k ller/ r 
Massive damage :o b'otech shields and hulk 

Hliase Distort Beacon 

Oorachet Phase Beacon" 

Used ic focus pnsss-shlft pulses, Guided, 

6FG 5ecendary 

Gensirer-DasojaiLn 5D5-900G 

"Antirratter area-effect wrapon causes heavy sh elds and lull damage." 

WAHNIMI: larg* blast radius, d second 'use and unguided. Sscarvnik 

Cf'ense *od 

Htikyufi-Da&quaith HDS-9 Warhgund 

'^Behaves 35 a small, laser-armed fignter until destroyed or recalled/' 

Will seek and attack locked target* Auto-recc.ll wher target costrcyce 

Defers* Pod 

Neural Manifest NeM-32B Guard ar 

"An Assurance of Protection." 

Wil orbh arid Uelerid locked target until destroyed or recalled. 

Repak Pod 

DelapHmo DPR^N Easy fix 

to Wltl resto^ shields and huUf lacked target/' 

Auto-recall vvhen UrgeiftMy -epaired. 

ECM Pod 

Gentme E-430b 

w W*ian :he colng ?eU tough, $et Genemer/' 

Circles fighter providing excellent anti-missile oefensc- 

Declcakfir Missile 
Neural Manifest NcM-18A Ewrc 
^Thty can run, but Lney cannot hide/ 1 
Reveals a" croaked craft within range. 

Rare 

Parihwlon PC-:i^ Firefly 

''The Original • and still the test" 

Detracts all enemy missiles within area ot efiect Limited lite soan. 



Ybt- ' rating Will be displayed If the bottom right iainl c:orn*:r of Lhe P/iss»on Selection Screen. Starling as a 
<< BEGIN NER»^ vou must destroy HWMny craft to accumu ate sufficient points and rise throuch the ratngs 
tothBUlSfralBrartkol «GRANQ MASTER», 

FighTe*-; and Tanks * 1 point 

MfOshlpsfinc Hauler - 2 points 
FkttihipscJic Sentinels - 10 points 

Ado l si rIIk 10 poinLs will Ik awarDed for each rhunderbowl mission successfully completed. 
Jpcn achieving each rank, vou will receive a one-pf! cash reward. 

The Deoriefmc Menu for each mission will display aiidtttonal Guild Information, showing your current rank and 
tlw number* cf enemy Kills achieved In that miswM* 

Vou wl H be Informed if von have moved up In rank and also if new weapon* or player craft have been unlocked 
by you* 1 p'omoiion. 

EN6MY KXLS = MORE POINTS = HX-lER RATING. 



Atoays read the mission briefings bftfere entering a m ssion and refer to the objectives In the In-Game Menu. 
Mfes an brisfingS arc ssued oricr :o eacfi active m ssion -you must understand yojr obectlves before engaging 
in combat. 

Spend di eas*. some ol your bounties and rc.va<*d£ on upgrading ycjr ships and weaponry. 

If you use mlBJte in c mbsion, you will have :o buy iome more ic replace them afterwards* 

Eatfl type :>( missile lata* lw i bard-pofn^ io matter how many missilss of thai woe yoo have, 

Lasers are grcuprd by type ana rnk, Vou can bOTB "0 tu lirn-j of each Lyue and mfc Obviously lower mk lasers of 
the same typt! arc rsdundarl and shoud be •.clu lo recoup iome of their cost Eaci laser yoJ buy will take 113 1 
hard point so you will haw Lo iell the older mks id make ream for tie new versions. 

II yoti find that yoti have outdated (or unwanted; eouipmert ther se I it and get sons money back! 

While General Purpose IGP; Lflscrt are dll well ami oood ( a ttmbiwHftm of Antl-ShWd (AS) and AKi-Hull EAH] 
Lasers can oe fiir murv deadly. 

Use the Revere Thrust facility to improve your turning drete, B-afce instantly by simu laneous y using the 
<r<rft£VE35£THR'JST>> anrt «FQRWARDTHHUST>>- 

Use the Rear View and Launch Secnndary Wwpons buttons simultaneously to fire a I a-e last! 

Look for turrets and weakspots en large craft, espcc*>ly Sentinel* (Uiese are highlighted oy a RED triangle cur- 
sor lr HUD tarnetinq). Missiiusarc especially effective agalns! tm ets and wrakspots* 

Try d find blind spots when attac<Jng large craft * if they camic: see /on. they cannot hit you! 

M uilfS will oily home In on a Target If the laroel has been Locked On tc 

Us* alierhuirers :o escape from Tricky situations qu ckly, particularly useful during deqfignts. 

Playl'ic and winning all the rntesloits In a system anc trying for the maximum number of kills will increase the 
I cB iliocd of beconVnc a Grand Master 1 In the ra:ing system. 

It Jumpgales W II mna n open until yoj exit throjeh them ■ they hart 10 time limit. 

And finally, oon'l stay in ane plane for Loo long, yuj will draw (ire - sitting ducks make grsa: target 



P5YGN0S1S UK 
PRODUCER 
LEAGPR1GRAWF* 
PRUGGAMMER5 

LEAD Aims 

ABTTSTS 

LEA0GAL1E DESIGNER 

[tfSlfihEttS 

ADDlf;OftA. FKOtiliAMMING 

FUWIN-flAIIE MtlSlR 



TM -fiAWE 3FX 

_-l: JltVE PRGDUCER'STUDIC MAHAGEB 
^EAOPflOCRAMMEH 
HEAD PRODUCER 
HrAD DESIGNER 

i I AKIISf 

NEtWORKAOMIfelS HATOR 
OFFICE MANACEIVPA 
ASSISTANT OFFICE MANAGER 

'r/V WRfTTEN BY 

FMV ANtMATOSS 

FMV SFX 

V I IE ■ftCQjOiNG ~ECHfJICIA« 



Mike I t lie - 

GtaemsBBl'd, SImw Rrmli ( Julian Ga rl, 

Dart m yard, Pan StaHKird 

Hw r^vpreau, Ghrfe Hajy 

RDJCI* Coc, Anttf ll*nf«rt, Pit* OttnHlllffltfi 

Simon SUmtfard 

Jet/ Cofcb, Mail: lireeo. S:ctt W*yM Wn>n* p&raw 

Pfltd Brarxteij i*3reth ^rtecc 

Compottd and Produce by Gar* LSeKII . 
Coi\A>ct6d and Lrdwsueted by Eair Sul^Hand. 
^ertarmtd bv f/ itfland Syim^any Orchwtr* 
ILeatfcn 4ahn Btf rj! 

Garv hkKI 

Jirigtlian Frefrffrn^n 

Sam 9ro*vi 

Phil giiirkc-Wtfbfcter 

Paul WWkC' 
MlctyVfatcott 
?oh ?J**dl* 
BcVftf > Shm 
(riftty Dgrr&rc 
Ha*ct Digital PlctiOTs 
Matt wood 
Mar* {inrtoti 

Matt Word, ;ohn Lonux, ftcy "Icldtr^. -olw Hackleta-i 
Tile S:jnd5 T :: 
i-dJcseph 



CASTING DIRECTORS 
CENTRA PIKinjCT l.i\';.MF^ 
MAKllALANDPACKASMiS Itxl 
QA MANAGES 
ASS18TA«1 LA MANAGER 
I fad tester 
fttPHA TESTERS 
PFTATES~ER5 

SPECIAL THA*I<S !0 



Jcpcn^Zimmcnann^ ftlc*j LtVCj 

Dam Pains 

ft;H sell CuLttiHi 

Geo It Kent 

OnvcF.i'kinior*QA SU**ERVISOH k»ry Spenw 

Jenny Leubv 

Alan McArdta, Cfllln&wty Vat: Brca<5 

Rfctan) BranndL JoniUwn w Id, Jorathati WWin, 
TufiiRctif Jen Soles 

Anty KMft Nine toraa-o, Nicola Adara, Je^ Oi si v 



SONY COMPUTER EUTEflTAlNMENT EUROPE 

CENTRAL PRODUCT MATvAGER 

CENTRAL PR 

LK PR 

PACKAGING DESIGN 

PRINT COORDINATOR 

K'AfJJAL A^RJVAL 



Kevbi McShwy 
Imogen Batar 

i || jn higher 
James P^npw 
Jessica Godfrey 
Lee T'ayflrs ard Stephen Gtiffith* 



US PUBLISHING TEAM 

PROOLCT MANAGER 

PR MANAGER 

PR COORDINATOR 

MANUAL LAYOUT FOR I IL U£ 

OPERATIONS AND CREATIVE SERVICES MANAGER 

ADD! u:\al SUPPORT: 



':, . I Ca^pbt I 
Ciaritittc Pantt^r 
Lynrt Sfthravash 
Madhw;<<* r" r »igti j roup 

V ■ l r .♦■ I (II 

EHk HtfniWi, Can&iw M:DcmW, Uelb^d RftlW, L^aOsrlell 
Chad Beneiti. Jamcsot\ Wang, Mo y MhtdWft Titfarty Br jejjmatw 



SPECIA THANKS to 



N«h HUM? lof hiicflni-ibvitonu the Colony Win Serftj 
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MIDWAY HOME ENTERTAINMENT INC. warrants to the original purchaser of this Midway Home Erter- 
tainnent Inc. software p'odi.ct that the medium on which this computer program is recorded is free from 
defects In materials and workmanship tor a perioc oi ninety {90} days trom the date ol purchase. This 
Midway I iome Entertainment Inc. software program is sold "as is," without express or implied warranty 
damages of any kino, and M.dway Home Entertainment 'nc. s not liable for any losses or damages o ; 
any <ind resulting from the use of this program. M dway Heme brtertainment Inc. agrees for a period of 
ninety (90) days to either repair o- replace, ai its option, free of charge, any Midway Home Entenainmen: 
Inc. software product postage oaid. with proof of purchase, at its Factory Service Center. 

This warranty is not apclicable to normal wear and tear. This warranty shall not be applicab e and shall 
be vo d if the defect in the Midway Home Entertainment Inc. software p'ecue; has arisen tnrough abuse, 
unreasonable use, mistreatment or neglect. IHIS WAHRANIY IS IN LlbU Oh ALL OTHLH WAR- 
RANTIES ANJ NO OTHER REPRESENTATIONS OR CLAIMS OF ANY NATURE SHALL BE BIND- 
ING ON OR OBJGATE MIDWAY HOME ENTERTAINMENT INC. ANY IMPLIED WARRANTIES 
APPLICABLE TO THIS SOFTWARE PRODUCT INCLUDING WARRANTIES OF MERCHANTABILITY 
AND HI NESS FOR A PARTICULAR PURPOSE, ARE LIMITED TO THE NINETY (90) DAY PERIOD 
DESCRIBED ABOVE. 

IN NO EVENT WILL MIDWAY HOME ENTERTAINMENT INC. BE LIABLE FOR ANY SPECIAL. INCI- 
DENTAL. OR CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION, USE OR MAL- 
FUNCTION OFTHI3 MIDWAY HOME EN1LHTAINMENT INC. SOF I WARE PRODUCT 

Some states do not allow limitations as to how long an implied warrarty lasts andr'o- exclusions or limita- 
tions of incidental or consequential damages so the above imitations and/or excusions of liability may not 
apply to you. T his wa-ranty gives you specific rights, and you may also have other rights which vary from 
slate to state. 



Midway Home Entertainment Inc. 

P.O. Box 2097 

Corsicana, TX 75151-2097 

www.midway.com 



Midway Customer Support 

903 874-5092 

10:00am - 6:30pm / Central Time 

Monday - Friday 

Automated help line open 24 hours a day 




Midway Home Entertainment 

P.O. Box 2097 

C<vsicana,TX 75151-2097 

www.midursy.com 



Colony Wars Red Sun ©2000 Psyo-nosis Ltd. Colony Wwi Red Son. Psygnosis and iho Psyfiiosra Togo are "• or • 
ol Psygnosls ltd. Published under license trom Psyonosia Lid. MIDWAY to a regfslered trademark of Itidway 
Amusement Games. LLC. Distributed by Midway Home ErrtcrtaJnpnont Inc. 

Lioerfsed by Sony Computer Entertainment America for use with iho PlayStation game console. PlayStation and the 
PtoyStiillon logos are registered trademarks o* Sony Computer Entertainment Inc. The ratings loon Is a trademark of 
the Inter acdire Digital Software Association. Manufaciurod and printed In Ihe U>S_A. THIS SOFTWARE IS COUPATI8LE 
WITH PLAYSTATKW GAME CONSOLES WITH THE MTSC LVC DESIGNATOR U.S. AND FOREIGN PATENTS PENOWGl 
DUALSHOCK te a trademark of Sony Computer Entertainment Inc. 



